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AMPEEL 


Huge beast, unaligned 





Armor Class 15 (natural armor) 
Hit Points 126 (12d12 + 48) 
Speed 0 ft., swim 40 ft. 





STR DEX CON INT wIs CHA 
20(+5) 16(+3) 18(+4) 4 (-3) 10 (+0) 7 (-2) 


Damage Immunities lightning 

Senses darkvision 60 ft., passive Perception 10 
Languages - 

Challenge 5 (1,800 XP) 


ee 


Water Breathing. The ampeel can breathe only underwater. 


_ Lightning Shield. Any creature that starts their turn within 5 
/ feet of the ampeel or hits it with a melee attack takes 5 (1d10) 
lightning damage. 








ACTIONS 


a» 


si 





Melee Weapon Attack; +8 to hit, reach 10 ft., one target. Hit: 
+5) piercing damage. 


Shoc (Recharge 5-6). The ampeel unleashes an electric shock. 
All creatures within 15 feet of the ampeel must make a DC 15 
Dexterity saving throw, taking 22 (5d8) lightning damage ona 
failed savense half as much damage on a successful one. 








BITER 
| Tiny beast, unaligned 





Armor Class 13 
Hit Points 1 (1d4 - 1) 
_ Speed 0 ft., swim 40 ft. 





STR DEX CON INT wis CHA 
2(-4) 16(+3) 9(-1) 1 (-5) 7 (-2) 2 (-4) 


Senses darkvision 60 ft., passive Perception 8 
Languages - 
Challenge 0 (10 XP) 








Water Breathing. The biter can breathe only underwater. 


ACTIONS 








Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit: 
1 piercing damage. 
SESE) 





BLEEDER 


Tiny beast, unaligned 





Armor Class 12 
Hit Points 1 (1d4 - 2) 
| Speed 0 ft., swim 30 ft. 





STR DEX CON INT WIS CHA 
3 (-4) 14 (+2) 7 (-2) 1(-5) 7 (-2) 2 (-4) 





| Senses darkvision 60 ft., passive Perception 8 
Languages - 
_ Challenge 0 (10 XP) 





Water Breathing. The bleeder can breathe only underwater. 


ACTIONS 


Bite. Melee Weapon Attack: +4 to hit, reach 5 ft., one target. Hit: 
1 piercing damage and the bleeder attaches to the target. 
= While attached, the bleeder doesn't attack. Instead, at the start 
of each of the bleeder's turns, the target loses 1 hit point due 
‘to blood loss. 
The bleeder can detach itself by spending 5 feet of its 

movement. It does so after it drains 5 hit points of blood from 
) the target or the target dies. A creature, including the target, 
_ can. use its action to detach the bleeder. 
—————————— 
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| BLIGHTER 
| Tiny beast, unaligned 





Armor Class 13 
Hit Points 7 (3d4) 
| Speed 0 ft., swim 30 ft. 





STR DEX CON INT wIs CHA 
2(-4)  16(+3) 10(+0) 1 (-5) 7 (-2) 2 (-4) 


Senses darkvision 60 ft., passive Perception 8 
Languages - 
Challenge 1/4 (50 XP) 





Water Breathing. The blighter can breathe only underwater. 


ACTIONS 


Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit: 
3 piercing damage. 









BLoop CRAWLER 
» Medium beast, unaligned 





Armor Class 15 (natural armor) 
Hit Points 13 (3d8) 
Speed 30 ft., climb 30 ft., swim 30 ft. 





STR DEX CON INT WIS CHA 
13(+1)  15(+2) 11 (+0) 1 (-5) 9 (-1) 3 (-4) 





Senses blindsight 30 ft., passive Perception 9 
Languages - 
Challenge 1/4 (50 XP) 





Water Breathing. The blood crawler can breathe only 
underwater. 
ACTIONS 


Bite. Melee Weapon Attack: +3 to hit, reach 5 ft., one target. Hit: 
4(1d6 + 1) piercing damage. — 
4 


Claw. Melee Weapon Attack: +3 to hit, reach 10 ft., one target. 
Hit: 5 (1d6 + 2) slashing damage. 
_ ee 
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Bone SHARK 
Large beast, unaligned 









Armor Class 15 (natural armor) 
Hit Points 45 (6d10 + 12) 
Speed 0 ft., swim 40 ft. 





STR DEX CON INT WIS CHA 
18(+4) 13(+1) 15 (+2) 2 (-4) 10 (+0) 4 (-3) 
Sr 
Skills Perception +2, 
Senses blindsight 30 ft., passive Perception 12 
Languages - 
Challenge 2 (450 XP) 





Water Breathing. The bone shark can breathe only 
underwater. 
ACTIONS 


Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. Hit: 
13 (2d8 + 4) piercing damage. 








| 
Cave CRAWLER 


Small beast, unaligned 





Armor Class 11 
Hit Points 7 (2d6) 
_ Speed 30 ft., climb 30 ft. 








STR DEX CON INT WwIs CHA 
8(-1) 12(+1) 10(+0) 1(-5) 7 (-2) 2 (-4) 





Damage Immunities fire 
Senses passive Perception 8 
Languages - 

Challenge 1/8 (25 XP) 











ous. The cave crawler can breathe both air and water. 


ACTIONS 
Bite. Melee Weapon Attack: +3 to hit, reach 5 ft., one target. Hit: 
3(1d4 My 1) piercing damage. 
——————EeEeeeEEEEE——————_{__ 
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-CRABSNAKE 
Large beast, unaligned 


Armor Class 12 
Hit Points 52 (8d10 + 8) 
Speed 0 ft., swim 40 ft. 


A 





STR DEX CON INT WIS CHA 
19(+4) 14(+2) 12(+1) 2 (-4) 10 (+0) 3 (-4) 


Skills Perception +2, Stealth +4 

Senses darkvision 60 ft., passive Perception 12 
Languages - 

Challenge 2 (450 XP) 


Water Breathing. The crabsnake can breathe only underwater. 


ACTIONS __ 
Big Bite. Melee Weapon Attack: +6 to hit, reach 15 ft., one target. 
Hit: 11 (2d6 + 4) piercing damage and if the target is a Huge or 
smaller creature, they are grappled (escape DC 14). The 

crabsnake can only ha\ 


a 







Small Bite. Melee Weapo 
target. Hit: 15 (2d10 + 4) piel 
2 = = ea 
attacking a creature it has gre 
attack. 


reach 5 ft., one 
e. If the crabsnake is 
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SUBNAUTICA 
F A u N A 


/ LARGE SPECIES::: 





CRABSQUID 


Large beast, unaligned 





Armor Class 11 
Hit Points 91 (14d10 + 14) 
Speed 30 ft., swim 40 ft. 





STR DEX CON INT WIS CHA 
18(+4) 13(+1) 13 (+1) 6 (-2) 10 (+0) 4(-3) 





Skills Perception +2 

Senses darkvision 60 ft., passive Perception 12 
Languages - 

Challenge 2 (450 XP) 





Water Breathing. The crabsquid can breathe only underwater. 


ACTIONS 


Claw. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. Hit: 
7 (1d6 + 4) slashing damage. 


EMP Blast. Ranged Weapon Attack: +6 to hit, range 80/240 ft., 
one target. Hit: 16 (3010) lightning damage and the target 
must succeed on a DC 14 Constit tion saving throw or have 
disadvantage on their next attack roll. If the saving throw fails ‘tie “S 
by 5 or more, they are instead stunned until the end of the 

crabsquid's next turn. 3 
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Lava LIZARD 


Large beast, unaligned 





Armor Class 11 (14 with lava shell) 
Hit Points 52 (8d10 + 8) 
Speed 0 ft., swim 30 ft. 





STR DEX CON INT wIs CHA 
16(+3) 12(+#1) 12(+1)) 4(-3):0) 11 GO); eae} 


Damage Immunities fire 

Senses darkvision 60 ft., passive Perception 10 
Languages - 

Challenge 1 (200 XP) 


Water Breathing. The lava lizard can breathe only underwater. 


Lava Shell. The lava lizard can swim through lava. It takes no 
damage from lava, and gains a lava shell which increases its AC 
to 14 and grants it the Lava Spit attack. If the lava lizard takes 
15 or more damage in a single turn, or takes any cold damage, 
the lava shell breaks and it loses the bonus to AC and Lava Spit 
attack. 


ACTIONS 


Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit: 
10 (2d6 + 3) piercing damage. 


Lava Spit. Ranged Weapon Attack: +3 to hit, range 30/60 ft., one 
target. Hit: 7 (2d6) fire damage plus 3 (1d6) bludgeoning 
damage. 





0 
o 


' Guost LEVIATHAN 


- Gargantuan beast, unaligned 





Armor Class 16 (natural armor) 
Hit Points 264 (16d20 + 96) 
Speed 0 ft., swim 60 ft. 





STR DEX CON INT wIs CHA 
24(+7) 14(+2) 22(+6) 4(-3) 16(+3)  8(-1) 


Saves Str +11, Dex +6 

Senses darkvision 60 ft., passive Perception 13 
Languages - 

Challenge 10 (5,900 XP) 


Water Breathing. The ghost leviathan can breathe only 
underwater. 


Ram. If the ghost leviathan swims at least 30 feet straight 
toward a target and then hits it with a bite attack on the same 
turn, the target takes an extra 13 (2d12) piercing damage. 


ACTIONS 


Bite. Melee Weapon Attack: +11 to hit, reach 15 ft., one target. 
Hit: 39 (5d12 + 7) piercing damage. 
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REAPER LEVIATHAN 


Gargantuan beast, unaligned 





Armor Class 14 (natural armor) 
Hit Points 155 (10d20 + 50) 
Speed 0 ft., swim 50 ft. 


STR DEX CON 
22(+6) 14(+2) 20(+5) 2(-4) 13(+1)  8(-1) 





Saves Str +9, Wis +4 

Skills Perception +4 

Senses darkvision 60 ft., passive Perception 14 
Languages - 

Challenge 7 (2,900 XP) 





Water Breathing. The reaper leviathan can breathe only 
underwater. 


ACTIONS 





Bite. Melee Weapon Attack: +11 to hit, reach 15 ft., one target. 
Hit: 33 (5d10 + 6) piercing damage and if the target is a Huge 
or smaller creature, they are grappled (escape DC 17). The 
reaper leviathan can only have one creature grappled at a 
time, and has advantage on any bite attacks against a creature 
it has grappled. 


Slam. The reaper leviathan slams one creature it has grappled 
into a hard surface. The target must make a DC 17 Constitution 
saving throw, taking 45 (8d10) bludgeoning damage ona 
failed save, or half as much damage on a successful one. 
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SEA DRAGON LEVIATHAN 


Gargantuan beast (titan), unaligned 





Armor Class 17 (natural armor) 
Hit Points 390 (20d20 + 180) 
Speed 0 ft., swim 60 ft. 





STR DEX CON INT wIs CHA 
29(+9) 14(+2) 28 (+9) 4 (-3) 14 (+2) 12 (+1) 





Saves Dex +8, Wis +8 

Skills Perception +8 

Damage Immunities fire 

Senses darkvision 60 ft., passive Perception 18 
Languages - 

Challenge 19 (22,000 XP) 


EEE 
Water Breathing. The sea dragon leviathan can breathe only 
underwater. 


Siege Monster. The sea dragon leviathan deals double damage 
to objects and structures. 


ACTIONS 


Multiattack. The sea dragon leviathan makes two claw and 
one bite attacks. 


Fire Breath (Recharge 5-6). The sea dragon breathes a 90 foot 
cone of fire even underwater. All creatures in the area must 
make a DC 23 Dexterity saving throw, taking 70 (20d6) fire 
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damage on a failed save, or half as much damage ona 
successful one. 


Claw. Melee Weapon Attack: +15 to hit, reach 15 ft., one target. 
Hit; 23 (4d6 + 9) slashing damage. 


Bite. Melee Weapon Attack: +15 to hit, reach 15 ft., one target. 
Hit: 41 (5d12 + 9) piercing damage. If the target is a creature, 
they are grappled (escape DC 23). Until this grapple ends, the 
target is restrained and the sea dragon leviathan can't bite 
another target. 


Meteor. Ranged Weapon Attack: +11 to hit, range 80/320 ft., one 
target. Hit: 55 (10d10) fire damage. 


Swallow. The sea dragon makes one bite attack against a 
Large or smaller creature it is grappling. If the attack hits, the 
target takes the bite's damage, the target is swallowed, and 
the grapple ends. While swallowed, the creature is blinded and 
restrained, it has total cover against attacks and other effects 
outside the sea dragon, and it takes 49 (14d6) acid damage at 
the start of each of the sea dragon’s turns. 

If the sea dragon takes 40 damage or more on a single turn 
from a creature inside it, the sea dragon must succeed on a DC 
20 Constitution saving throw at the end of that turn or 
regurgitate all swallowed creatures, which fall prone in a space 
within 10 feet of the sea dragon. If the sea dragon dies, a 
swallowed creature is no longer restrained by it and can 


escape from the corpse by using 30 feet of movement, exiting 


prone. 








MESMER 


Tiny beast, unaligned 





Armor Class 11 
Hit Points 9 (6d4 - 6) 
Speed 0 ft., swim 30 ft. ; 





STR DEX CON INT wIs CHA 
4(-3)  12(+1)  6(-2) 3 (-4) 10 (+0) 14(+2) 





Senses darkvision 60 ft., passive Perception 10 
Languages - 
_ Challenge 1/4 (50 XP) 


¢ 





Water Breathing. The mesmer can breathe only underwater. 


ACTIONS 


Bite. Melee Weapon Attack: +3 to hit, reach 5 ft., one target. Hit: 
4(1d6 + 1) piercing damage. 


Charm. The mesmer targets one creature it can see within 30 
feet of it. If the target can see the mesmer, the target must 
succeed on a DC 12 Wisdom saving throw or be charmed by 
the mesmer. The charmed target will move as close to the 
mesmer as possible and will not harm it. The charm ends if the 
target takes any damage or if the mesmer ends the effect as a 
bonus action. The mesmer cannot move while using this 
ability. 











RIVER PROWLER 


Huge beast, unaligned 





Armor Class 11 
Hit Points 75 (10d12 + 10) 
| Speed 0 ft., swim 30 ft. 





STR DEX CON INT WIS CHA 
18(+4) 13(+1) 12(+1) 2(-4) 12(+1) 3(-4) 





_ Skills Perception +3 
Senses darkvision 60 ft., passive Perception 13 
Languages - 
Challenge 2 (450 xP) 





Water Breathing. The river prowler can breathe only 
underwater. 


ACTIONS 


Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. Hit: 
17 (3d8 + 4) piercing damage. The river prowler has advantage 
on bite attacks against creatures it is grappling 


Tentacle. Melee Weapon Attack: +6 to hit, reach 10 ft., one 

target. Hit: 14 (3d6 + 4) bludgeoning damage and if the target 

is a Large or smaller creature, they are grappled (escape DC 

14). The river prowler can only have one creature grappled at a 
time. 

| 





‘Wig f, 
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SAND SHARK 


Medium beast, unaligned 





Armor Class 12 (natural armor) 
Hit Points 22 (4d8 + 4) 
Speed 0 ft., swim 40 ft. 










STR DEX CON INT WIS CHA 
14(+2) 13(+1) 13(+1) 2 (-4) 10 (+0) 4 (-3) 





Skills Perception +2, Stealth +3 

Senses blindsight 30 ft., passive Perception 12 
Languages - 

Challenge 1/4 (50 XP) 





Water Breathing. The sand shark can breathe only 
underwater. 


Burrow. The sand shark can burrow into sand, concealing itself 
and becoming invisible while motionless. 


ACTIONS 


Bite. Melee Weapon Attack: +4 to hit, reach 5 ft., one target. Hit: 
6 (1d8 + 2) piercing damage. 


STALKER 


Medium beast, unaligned 





Armor Class 11 
Hit Points 27 (6d8) 
Speed 0 ft., swim 30 ft. 


— 


_* 





STR DEX CON INT WIS CHA 
14(+2)  12(+1) 10(+0) 6 (-2) 12 (+1) 5 (-3) 





Skills Perception +3 
_ Senses darkvision 60 ft., passive Perception 13 
Languages - 
Challenge 1/4 (50 XP) 


= 












—< 


reathing. The stalker can breathe only underwater. 
= 


Pe 


ACTIONS 


| Bite. Melee Weapon Attack: +4 to hit, reach 5 ft., one target. Hit: 
. 
6 (1d8 + 2) piercing damage. 
ee 
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WARPER 


Large monstrosity, unaligned 








Armor Class 13 (natural armor) 
Hit Points 91 (14d10 + 14) 
Speed 0 ft., swim 30 ft. 





STR DEX CON INT WIs CHA 
18(+4)  12(+1) 12(+1) 10(+0) 16(+3)  10(+0) 





Skills Perception +5 

Senses darkvision 60 ft., passive Perception 15 
Languages - 

Challenge 3 (700 XP) 





Water Breathing. The warper can breathe only underwater. 


Virus Detection. The warper can detect the presence and 
location of creatures with diseases within 100 feet of it. 


ACTIONS 
Multiattack. The warper makes two claw attacks. 


Claw. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. Hit: 
7 (1d6 + 4) slashing damage. 


Warp Projectile. Ranged Weapon Attack: +3 to hit, range 
100/400 ft., one target. Hit: 5 (1d10) force damage and the 
target is teleported to an unoccupied space of the warper's 
choice adjacent to the warper. 


é 
Teleport Reinforcements (Recharges After a Short Rest). The 
warper teleports in an aquatic creature that lives nearby. It can 


teleport a number of creatures whose combined CR adds up to 
5 or less. The summoned creatu S are not under the warper's 
control, and are teleported back to their previous location after 
1 minute. : 


a 


Teleport. The warper teleports up to 100 feet. 





